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¢+ INTRODUCTION

There comes a point in every hero’s life

when he or she feels bored. These people
have mapped out the dungeons, slain the
foul demons, saved the king’s heir, and
seized all the treasure. Now, at the height

of their fame, they ask, “What’s next?”

&
v

——

SIAYER'" is next.

ink you can map and memorize any dungeon anywhere? Try it
I with a random dungeon generator stocked with billions of different
layouts. Think you've got all the magic items and spells you could
get your greedy little mitts on? Guess again. Think you've faced the
toughest creatures around? Keep thinking that and you won'tlast a

second in the SLAYER game.

Face the facts in this real-time, 3-D, easy-to-use experience. And, if you're
tired of playing everyone else’s games, SLAYER lets you create your own!
You choose how many creatures to face, traps to spring, levels to conquer,
and how much treasure to win. Even save your game to share with a

friend (or to inflict upon an enemy!).

Dare to survive SLAYER, and conquer the most dangerous dungeons your mind

can imagine!
Getting Started peruse ﬂﬂsglook with a careful eye

. _ (especially the pages on the talents and
You may use pre-generated adventur St ot ik ares Bschasn)

ers if you want to get a quick start,
but your success in SLAYER depends on
the skills and talents of your charac-
ter, so read on. The sections “All
About the Characters of SLAYER,” start-
ing on page 4, and “How to Play,”
starting on page 15, are important.

What Comes with
This Game?

Your game box should contain this
rule book and a game disk. The rule
book explains how to play and con-
tains handy references on characters,
monsters, and spells. To play, simply
put your disc into the 3DO machine
and close the drawer.

CREATING A CHARACTER

Relying on wit, talent, and the strength
to raise a sword yet one more time,
your character journeys through this
dungeon alone. As a single-character
game, SLAYER requires you to either pick
one of the characters available with
the game or generate your own daunt-
less adventurer. But be warned: before
creating a character strong enough to
survive these dungeons, you should

To choose a pregenerated character,
use the Choose Character option.
An aside: when you save a game,
your character is saved in the first
Choose Character slot, and may be cho-
sen like a pregenerated character in
later adventures.

Generating Characters

The race, sex, class, alignment, and
attributes of your character are up to
you. However, a selection in one area
may limit your choices in another. If
you make your character a paladin,
for instance, the only alignment avail-
able is lawful good. For a paladin it is
impossible to be anything else!

The choices you make also affect the
Armor Class and hit points of your
character. Hit points increase or
decrease depending on the class and
Constitution you've chosen, while
Armor Class values change accord-
ing to your character’s Dexterity.
(Terms such as Armor Class, hit
points, Constitution, and Dexterity
are explained later on. Look under
“Ability Scores” on page 53 and
“Other Characteristics” on page 14
for more information.)
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The Character Generation Screen

When you choose to create a charac-
ter, the character generation screen
is displayed. This screen appears
with a set of scores automatically

in place, representing your charac-
ter’s attributes.

Roll assigns new scores to the dis-
played attributes on a random basis.
If you do not like the attribute scores
you received from the roll, you may
elect to modify your attributes. The
modify option gives you the power to
increase these scores and your char-
acter’s hit points as you wish. To do
this, simply highlight the score you
wish to change, watch as the number
turns gold, and press the A button to
increase the values. Press the L or R
button and the A button simultane-
ously to decrease the number.

+ Character Generation Screen ¢
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However invulnerable, infinitely pow-
erful, or supremely brilliant you may
wish your character to be, there are
limits beyond which attribute scores
and hit points cannot be increased.
Scores turn red if they fall below the
prerequisites for any chosen race or
class. Select a paladin (for example)
and the game ensures this warrior
goes into battle with at least a
Strength of 12, a Constitution of 9, a
Wisdom of 13, and a Charisma of 17.

Done saves the character attributes.

Before playing, personalize your
character with a portrait and a hero-
ic name. Select one of the available
portraits to represent your character,
press A, then highlight the letters
and press the A button again to enter
the name of your choice. Press the L
or R button and the A button simul-
taneously to get a capital letter.

Character Basics

Races

Six races inhabit the world of SLAYER,
and of these, while humans prove the
most numerous and adaptable, only
you can decide if they are the most fun.

Choose from six races of characters:

¢ Dwarf ¢ Elf
¢ Half-elf ¢ Halfling

While all races can become experts in
fighting, some are more adaptable
than others, and a few can wield pow-
erful magic. Only humans may join
the paladins, those elite warriors bat-
tling in the name of truth. Each race
has certain strengths, which show up
as modifiers to their ability scores.

+ Gnome
+ Human

¢ DWARVES

Dwarves combine the qualities of the
ferocious and the artistic. They are as
at home crafting a circlet of jewels as
they are wielding an axe in battle.
Firm muscle accounts for much of
their average 150 pound weight,
although at a mere 4-4 1/2 feet in
height, dwarves appear stocky at best.
They are tenacious and demonstrate a
fanatical courage through most of
their four centuries or more of life.
Their weapons and other dwarven-
crafted wares command high prices in
the market place.

Part of the dwarven mystique is their
innate resistance to spells and to
many poisons. Dwarves are, by
nature, non-magical creatures.

Ability Score Modifiers:
Constitution +1, Charisma -1

Allowable Classes: Cleric, Fighter,
Thief, Fighter/Cleric, Fighter/Thief

Level Restrictions: Cleric, 13th level;
Fighter, 18th level; Thief, 15th level

¢ ELvES

Elves spend much of their time in the
company of nature, as far from cities
and towns as possible. Because of this
they often seem to be aloof and cold,
especially when forced into the com-
pany of others. At their best with a
bow or a song, elves may spend more
years in playful wandering than most
other creatures live; their life span
can exceed 1,200 years. Elves are dis-
tinguished by their fine features and
pointed ears, and when standing
beside the average man they appear
a bit taller than most.

Taught archery from an early age,
elves receive a +1 bonus with any
type of bow, and with both short and
long swords.

Ability Score Modifiers: Dexterity +1,
Constitution -1

Allowable Classes: Cleric, Fighter,
Mage, Ranger, Thief, Fighter/Mage,
Fighter/Thief, Mage/Thief,
Fighter/Mage/Thief

Level Restrictions: Cleric, 15th level;
Fighter, 15th level: Mage, 18th level;
Thief, 15th level




¢ GNOMES

¢ HALF-ELVES

Gnomes may be the world's first
practical jokers, and have a proven
reputation as enthusiastic pranksters.
Carefree and lively, it is often as diffi-
cult to believe they are kin to
dwarves as it is to get any gnome to
admit the relation. They live to be
around 600 years old, an age
reached in part because of their resis-
tance to magic.

Ability Score Modifiers:
Intelligence +1, Wisdom -1

Allowable Classes: Cleric, Fighter,
Thief, Cleric/Thief, Fighter/Cleric,
Fighter/Thief

Level Restrictions: Cleric, 12th level:
Fighter, 14th level; Thief, 16th level

Half-elves prove to be skillful in a
wide range of activities, their mix of
elven and human blood providing
them with many advantages over
other races. However, their talents
are not so appreciated as to make
them welcome company in either
human or elven society. While they
are seen to travel and mingle in both
groups, they are often too short and
heavy to be accepted among the
elves, while their slender, elven fea-
tures often make them outcasts
among men.

On the average, half-elves live for
some 250 years,

Ability Score Modifiers: None

Allowable Classes: Cleric, Fighter,
Mage, Ranger, Thief, Fighter/Cleric,
Fighter/Thief, Fighter/Mage,
Cleric/Ranger, Cleric/Mage, Thief/Mage,
Fighter/Mage/Cleric, Fighter/Mage/Thief

Level Restrictions: Cleric, 17th level;
Fighter, 17th level; Mage, 15th level:
Ranger, 19th level; Thief, 15th level

¢ HALFLINGS

¢ HuMANS

Halflings avoid dungeons as a rule.
Their backsides are accustomed to
the comfort of padded chairs, and
their feet enjoy resting atop mounds
of well-feathered pillows. This is not
to say they are lazy, for as a race
halflings prove to be sturdy and
industrious, always making certain
their larders stay full to bursting and
their burrows remain warm and
well-furnished.

A bit shorter than dwarves, halflings
can usually be spotted by their

curly hair and round, broad faces.
They are plump, quiet, and well-
liked by the other races, especially
the gnomes. When adventuring,
halflings show their mettle by their
innate resistance to magic and the
+1 bonus they receive for their skill
with slings.

Ability Score Modifiers: Dexterity +1,
Strength -1

Allowable Classes: Cleric, Fighter,
Thief, Fighter/Thief

Level Restrictions: Cleric, 11th level;
Fighter, 12th level; Thief, 18th level

Humans can be found nearly every-
where, the foul hearts of dungeons
being but one of the locations these
aggressive creatures seem willing to
brave. Enterprising and materialistic
by nature, humans often risk their
short, 70-year life span in quests for
immediate, personal gain. Yet it
proves difficult to say any one thing
about them. Though often impatient
and short-sighted, humans live in the
most diverse societies and frequently
strive to meet high ideals.

Ability Score Modifiers: None

Allowable Classes: Cleric, Fighter,
Mage, Paladin, Ranger, Thief

Level Restrictions: None




Classes

There are characters who use magic
and others who are experts in battle
tactics. Some are masters of the
arcane art of spellcasting, while oth-
ers are malcontents able to pick
almost any lock. Each belongs to his
own defined occupation, or class.
While the members of some races
may belong to more than a single
class, the six basic choices are:

¢ Cleric
+ Fighter
+ Mage
¢+ Paladin
¢ Ranger
¢ Thief

Select the class of your character with
care. A good sword arm and knowl-
edge of tactics are the hallmarks of
warriors such as the fighters, rangers,
and paladins, but skill in battle alone
is often not enough. In surviving a
dungeon adventure, the art of pick-
ing locks and avoiding hidden traps
can be useful too. These are the skills
of a thief. Magic wielders such as
mages and clerics possess the knowl-
edge of powerful spells, and clerics
are able to cure wounds.

Each class has one or more prime reg-
uisites, ability scores that are
important to the class. A character
with prime requisite scores of 16 or
greater advances faster in levels.

¢ CLERICS

Clerics may be the most favored class
of the gods, for they receive their
power directly from them and cast
spells through their holy symbols. Yet
no cleric battles his adversaries with
faith alone, preferring instead to
back up magic with the authority of
a mace or flail. Limited to using
blunt impact weapons, clerics are not
opposed to wearing a good suit of
armor on their journeys.

No tomes of spells and rituals dangle
from a cleric’s belt or hide in the dark
and musty depths of his pack, for cler-
ical magic is of divine origin. While
mages mutter endlessly over the spells
they must memorize, clerics induce a
meditative trance wherein they
become receptive to divine magic.

The ability to turn undead is listed on
the cleric’s spell list and is used like a
spell, giving the wielder powers
against undead monsters such as
skeletons. Because this is an ability,
it does not go away when used. As
clerics advance in levels, they gain
more spells and greater power
against the undead.

Clerics with Wisdom of 13 or higher
gain extra spells. (See the “Cleric
Wisdom Spell Bonus” table on page
50 for more information.)

Prime Requisite: Wisdom

Races Allowed: Human, Dwarf, EIf,
Gnome, Half-EIlf, Halfling

Weapons Allowed: Mace, Flail,
Staff, Sling

¢ FIGHTERS

¢ MAGES

Fighters often tread in harm’s way,
relying on a strong sword arm and
their brave, sometimes foolhardy
natures to win the day. Trained in
the use and maintenance of all types
of weapons and armor, fighters can
utilize any available piece of hard-
ware without restriction. This
includes magical items such as rings
and gauntlets,

Like practicing athletes, fighters
improve their skills and speed as they
advance in levels. An extra sword
thrust delivered with blinding speed
may prove the difference between the
living and the dead. All high-level
fighters are able to attack more often
with such melee weapons.

Prime Requisite: Strength
Races Allowed: All
Weapons Allowed: All

Mages, it has been said, fight with
their hands in the air and dispatch
their adversaries by wiggling their
fingers. The gestures of spellcasting
are their treasure and the secret to
their mysterious power.

Because their arcane art depends on
freedom of movement, mages cannot
wear armor and tend to make poor
fighters. Instead of weapons (and
they can use but a very few), mages
rely on their intellect and their ability
to cast spells to see them through.

Still, a high-level mage is a potent
entity. With a hoard of musty spell
books and scrolls, gathered after
many trials and much experience, a
mage can become truly powerful.

Prime Requisite: Intelligence
Races Allowed: Human, EIf, Half-EIf
Weapons Allowed: Dagger, Staff, Dart




¢ PALADINS

+ RANGERS

Paladins radiate an aura of protec-
tion which causes their attackers to
suffer a penalty even before these
elite warriors have unsheathed their
swords. In this and other magical
abilities, paladins prove themselves
as more than mere fighters.

Walking the most difficult path of
any class, the paladin abides by the
rules of lawful good and leads others
by the example of his chaste and
pious ways.

In addition to skill with all types of
arms and armor, paladins are able to
attack more often with melee
weapons and also possess extra resis-
tance to magical attacks and
poisons, No disease can lay them
low. And once per day, they can heal
with their lay on hands ability, a skill
similar to the cleric's cure light wounds
spell. This restores two hit points per
level of advancement.

By the time they’ve reached the third
level, paladins can turn undead as
well as a cleric two levels below their
own. Once they reach the ninth level,
paladins can use certain cleric spells,
praying for them and casting them
exactly as the clerics themselves do.
These are: bless, cure light wounds,
detect magic, and slow poison.

Prime Requisites: Strength, Charisma
Races Allowed: Human
Weapons Allowed: All

Rangers follow the broken trails of
their quarry across barren lands, or
beneath the dim light of a forest
canopy, yet never lose the scent.
They are trained trackers, hunters,
and woodsmen, succeeding by their
wits as much as by their skills with
the bow and sword.

At one with any type of weapon or
armor, rangers usually spurn heavy
armor as too restricting. It prevents
them from using their special ability
to wield a weapon in both hands
without penalty. For this reason they
are seen more often in studded
leather or other, lighter armors.

Rangers, like other high-level
fighters, can attack more often
with melee weapons.

Prime Regquisites: Strength, Dexterity,
Wisdom

Races Allowed: Human, EIf, Half-EIf
Weapons Allowed: All

¢ THIEVES

Thieves accept no single rule or phi-
losophy by which to run their lives.
While some, with sleight of hand,
may steal change from a beggar’s
cup, others may share their ill-gotten
prizes with the less fortunate, Still
others see themselves as basically
good businessmen, with, perhaps, a
slight character flaw.

In a dungeon, an experienced thief is
proficient at picking locks and avoid-
ing whatever traps have been laid to
catch the unwary. To move freely
and quietly, thieves prefer to wear
leather armor, though they are not
averse to traveling well-armed.

Prime Requisites: Dexterity
Races Allowed: All
Weapons Allowed: All



Single-Class vs. Multi-Class

Perhaps your character dedicates five
hours out of every 24 to calisthenics,
deep knee bends, and a rousing after-
noon of sword play. As a fighter, a
member of a single class, he or she
tosses scrolls aside as if they were so
much litter. And why not? A fighter
cannot cast spells; and after all, to a
fighter, fighting ability wins the day.

Single-class characters have more
hit points than multi-class charac-
ters with the same amount of
experience. (They do more damage
to their opponents in battle.) Single-
class clerics and mages gain
higher-level spells sooner than their
multi-class counterparts.

Non-human characters may choose
to belong to one or more classes, and
in so doing reap a few rewards for
their trouble, A fighter/mage can
both melee effectively and cast spells
though single-class counterparts
prove better at their individual spe-
cialties. While this may sound at first
like a poor choice, ask yourself what
your brave fighter will do when he or
she encounters a locked gate for
which there is no key. Perhaps he or
she should have taken a second class
as a thief,

"

Because their experience points are
distributed evenly between their
classes, multi-class characters move
up through the levels very slowly.

Racial Advantages

If you've been wondering which
race/class combinations are best,
we've taken the liberty to list some
concrete examples.

Single-Class

Dwarven Fighter: This character
has less to worry about than most
when battling poisonous creatures.
With a Constitution of 19, the dwar-
ven fighter may benefit as well from
increased hit points. Reading dwarven
writing is, of course, their specialty.

Paladin: With a gentle touch, your
paladin may heal that wound which
otherwise could signal the end for
your character. Yet laying on hands is
but one benefit of choosing this elite
warrior to do battle in the dungeons.
Capable of fighting as well as any
fighter, paladins who reach the ninth
level are also able to master some
clerical spells.

Elven Mage: Moving swiftly, your
elven mage steps between the paths
of two hurtling arrows, demonstrat-
ing inhuman grace and dexterity.
Benefiting from a high Armor Class
(due to Dexterity) and the ability to
gain levels swiftly as a single-class
character, the elven mage boasts a
maximum Constitution of 17 and a
maximum Dexterity of 19. He or she
can also read elven writing.

Human or Half-Elven Cleric:
Proud of their often formidable intel-
lects, these single-class characters
gain levels swiftly. They can ascend to
a maximum Wisdom of 18, and in so
doing acquire the maximum number
of bonus spells. A good human or
half-elven cleric can attain the maxi-
mum levels permitted in the game.

Multi-Class

Half-Elven Fighter/Mage/Cleric:
If only this character can survive
long enough, his or her various tal-
ents show promise in overcoming
any obstacle a dungeon might offer.
With the exception of lock picks, a
specialty of thieves, your half-elven
fighter/mage/cleric can employ every
item in the game. But while drawing
a sword, casting a bless spell, or heal-
ing that bone naga bite are all
possibilities, he or she can do none as
well as a single-class character with
the same amount of experience.

Elven Fighter/Mage/Thief: Now
we have a jack-of-all-trades who can
pick locks as well. But like the half-
elven fighter/mage/cleric listed
previously, this character also rises
slowly through the levels and suffers
from a scarcity of hit points for most
of the game.

These characters rise in levels very
slowly and have few hit points to call
their own for most of the game.

Alignments

In your character’s fictional past,
every time he or she stole food from
the orphans to buy breakfast for the
king, or, conversely, went to the tem-
ple early for an extra hour of prayer,
he or she demonstrated a certain
alignment or philosophy of life.
There are nine possible alignments,
although a character’s class may
limit your selections. Paladins, for
instance, can be only lawful good.
The choices are:

+ Lawful Good
+ Lawful Neutral
¢ Lawful Evil
¢ Neutral Good
¢ True Neutral
¢ Neutral Evil
¢ Chaotic Good
¢ Chaotic Neutral
¢ Chaotic Evil

Does your character carry a prayer
book close to his or her heart and
offer gestures of blessing to all
passers-by? If so, the character can be
described as lawful good, a person
who believes strongly in society and
in acts of individual altruism. The
chaotic evil cousin, on the other
hand, might enjoy tossing large
stones through temple windows.

Two parts make up a character’s
alignment, and both parts are
equally important: world view and
personal ethics.

World View

Lawful means the character works
within the framework and the rules
of a society.

Neutral means the character moves
between valuing society and valuing
the individual.

Chaotic means that the character
values the individual above the
society and others.




Personal Ethics

Good indicates the character acts in
a moral and upstanding manner.

Neutral indicates the character
leans towards “situational ethics,”
evaluating each set of circumstances.

Evil indicates the character acts
either with no regard for others, or in
an overtly malignant manner.

Ability Scores

These numbers are a summary of
natural faculties and abilities. Your
character's summary includes the fol-
lowing faculties:

+ Strength (STR)

+ Dexterity (DEX)

¢ Constitution (CON)
+ Intelligence (INT)

¢ Wisdom (WIS)

¢ Charisma (CHA)

Every character brings a different
combination of strengths, weakness-
es, talents, and abilities to the game.
Fortunately, no super-character
endowed with a mighty sword arm,
the ability to cast spells of devastat-
ing magic, and the gritty street
knowledge of a thief exists. It would
hardly be fun to play if one did.

Instead, the game uses scores to keep
track of a character’s various abilities.
High scores show strength in a partic-
ular area, low scores the opposite.

A number between 3 and 18 makes
the base score. Modifications to the
base score caused by the character's
race are automatically factored in by
the computer.

The highest any score can be is 19,
unless boosted upward through magic.

Strength provides a measure of
effectiveness in battle. As the word
implies, physical power, muscle, and
stamina are being gauged. Stronger
characters are able to swing a sword
or mace with more force, and thereby
receive bonuses for the extra damage
they do.

Fighters, rangers, and paladins are
capable of extraordinary feats of
physical prowess and so may possess
Strength scores higher than 18. These
special scores are displayed as a per-
cent value following the base
Strength, such as: 18/23, where 23
means 23%.

Unfortunately, halflings, even
halfling fighters, cannot acquire
exceptional strengths.

Dexterity bestows the gifts of speed
and agility on those characters who
score high in this ability. Accuracy in
firing a bow or in letting loose with a
sling rate as other advantages of
being dexterous, as well as receiving
bonuses to one's armor class.
Adversaries simply find it hard to hit
a quick-moving target.

When the Dexterity score reaches 16
and above, fighters can more effec-
tively manage a weapon in each
hand with less penalty.

Constitution measures the fitness,
health, and physical toughness of
your character. A high score in this
area boosts the total number of hit
points your character receives, and
with more hit points, your character
becomes all the more difficult to
injure or kill.

Intelligence is a key factor in a
character’s ability to memorize and
use spells. Mages especially must be
highly intelligent to learn and use
their repertoire of magic. In all, this
quality measures memory, reason-
ing, and learning ability.

Wisdom ensures the character pos-
sessing it is less susceptible to magic.
Likewise, a low score in this area (7
or less) leaves a character open to the
slightest spell. Wisdom scores of 15
and above offer some protection.

Clerics find that a high Wisdom score
(13 or more) enables them to cast
extra spells. For more information,
see the “Cleric Wisdom Spell Bonus”
table on page 50

Charisma and its value lie embodied
in the words persuasive and com-
manding. For a character with high
personal magnetism and the allure
which persuades others to accept their
leadership, the way lies open to join
that elite group, the paladins.

Other Characteristics
¢ Armor Class (AC)
¢ Hit Points (HP)
¢ Experience Points (EXP or XP)
¢ Level (LVL)

Four other elements of a character’s
makeup define performance at any
given point. Unlike race or class,
these scores change constantly based
on a character’s actions (either on
what he or she’s doing or on what's
being done to the character). They
are: Armor Class, hit points, experi-
ence points, and level.

Armor Class (AC) reflects both a
character’s dexterity and whatever
new armor or shield he or she may
be wearing. As a score, it measures
how difficult someone is to hit

and damage.

Magical armor and high Dexterity
score improves a character’s Armor
Class.

Hit Points (HP) act like a scale
showing your character’s life force.
Needless to say, the longer your char-
acter allows that troll to beat him or

her about the head and shoulders,
the more hit points your character
loses. Higher values are better. And
while armor and magical defenses
provide some protection, when your
character’s hit points reach zero, he
or she is dead. It is then, well . . . time
to make a new character.

Experience Points (EXP or XP)
can be thought of as milestones in
your character’s personal develop-
ment. Avoiding that undead
creature’s silent leap from behind
taught your character something, as
did honing sword skills against over-
whelming odds two doors back.
Finding treasure, completing parts of
the adventure, dispatching foes — all
lead to increased experience points
and, eventually, to an increase in
your character’s level,

Characters with prime requisite
scores of 16 or more increase their
experience earned by 10%.

All characters begin the game with
some experience points, and multi-
class characters have these points
distributed evenly among their classes.

Level measures how much a charac-
ter has advanced in his or her class.
When a character gains enough
experience points to advance a level,
extra hit points are earned.

Characters at higher levels show a
resistance to the effects of poisons
and magical attacks. When at
advanced levels, mages, clerics, and
paladins find themselves able to
memorize a greater number of spells.

These improvements happen auto-
matically whenever a character has
enough points.

Tables listing experience levels for all
classes begin on page 50.




AFTER SELECTING
A CHARACTER

Once you have selected a pre-gener-
ated character or have finished
designing one of your own, a game
difficulty screen appears. To go right
into play, choose the Easy, Moderate, or
Hard difficulty level and proceed.

The game difficulty screen also
allows extensive customization of
the game. For more information see

“Customizing Dungeons” on page 22.

Once you have selected a difficulty
level, the game begins.

DIRECTIONAL
PAD/CD
CONTROLS

EARPHONE
JACK

EARPHONE
VOLUME

HOW TO PLAY

The Keypad

The diagram on the preceding page
outlines the controls. Continue reading
for explanations of how to fight, cast
spells, wander around, and camp.

A Crash Course in Combat
Basic Training

To attack, your character must have
his or her weapon “in-hand” and
“ready.” By “in-hand,” we mean the
weapon is in your character’s hand,
a feat you can accomplish by press-
ing the A button on the weapon

and moving it into your character's
hand and then pressing A again. By
“ready,” we mean the weapon is in a
usable condition. If it is not, the
weapon becomes shaded out.

To attack, simply press the A or B button
depending on which hand your weapon
is in. The top hand is your primary hand
and is controlled by the A button. The
bottom hand is your secondary hand and
is controlled by the B button.

It is possible to have an item “in-
hand” but not “ready.” Two-handed
weapons demand the attention of all
ten of your character’s fingers. While
the weapon appears to be in one
hand on the screen, the other hand
is shaded out. You could place a
weapon in the grayed-out hand, but
it would serve no benefit.

Melee, thrown, and ranged weapons
compose the three basic types of
arms your character uses. Press the A
button and your character lunges to
the attack. While it seems easy, keep
some common sense rules in mind:

Thrown weapons have to be retrieved
after a fight and made “ready” again.

Ranged weapons, such as bows and
slings, require ammunition. Arrows
are conveniently carried in your char-

acter’s quiver, while rocks for slings
can be placed anywhere in inventory.

Fire ranged weapons by pressing the
A button. As for thrown weapons
(i.e., darts), however, press the appro-
priate button and the weapon will fly
from your hand.

A Crash Course

in Spellcasting

Mages and clerics confront the evil
that slinks through dungeons by
magic means, fighting and healing
with spells. The cost of wielding
magic is that it drains a character’s
powers and he or she must rest in
order to regain spells.

If your character is a spellcaster, a
piece of sound advice would be to
have him or her rest before engaging
in combat.

Prayer is the means by which clerics
and high-level paladins acquire their
spells. Such magic comes in the form
of insights bestowed by the gods,
instead of from arcane scribblings on
parchment. Clerics automatically
pray when they rest.

Cast all spells from the main screen. To
do this, press the A or B button depend-
ing on if your character’s spell book or
holy symbol is in the primary or sec-
ondary hand. The primary hand is on
top of the secondary hand. The spell box
appears, allowing you to select the level
of the spell to cast and then the spell
itself. This is done by manipulating the
directional pad and following the cursor.
When you find the spell you want to cast
press the A button. To cast the same
spell again without going to the spell-
book or holy symbol, press the L button
and the B button simultaneously.

For more information on casting
spells, see the “Adventuring” section
on the next page. For more informa-
tion on the effects of spells, see the
“Spells” section on page 24.




Adventuring

All movement, combat, spellcasting,
and exploration in Staver takes place
from a central screen. When other
screens are active, they appear to
overlay parts of the screen.

Things You Can
Do While Adventuring

Attack Opponent As previously
mentioned, launch your character's
attack by pressing A for the primary
attack and/or B for the secondary
attack. Once used, a weapon turns
shaded out until it is again made
ready (perhaps by replenishing its
supply of ammunition). Fighters,
Paladins, and rangers can carry
and fight with a second weapon,
but may suffer a penalty to their
combat ability.

Camp Press the X button, and you
can save the game, turn sounds on
or off, have spellcasters rest to regain
their spells, and more. For details, see
the “Camp” section on page 20.

Cast Cleric Spell By pressing the A
or B button (depending on what
hand your holy symbol is in) and
using the directional pad, you can
select a spell. You can then cast it by
pressing A. To cast the same spell
again without going to the spellbook,
press the L button and the B button
simultaneously.

Cast Mage Spell By pressing the A
or B button (depending on what hand
your spell book is in) and using the
directional pad, you select a spell. You
can then cast it by pressing A. To cast
the same spell again without going to
the spell book, press the L button and
the B button simultaneously.

Cast Spell from Scroll Place the
scroll in one of your hands, then
press the A or B button to cast the
spell. The scroll is consumed when
the spell is cast.

Check Character Status Under
your portrait may be a yellow bar
and a red bar. A yellow spell bar
shows that you are protected by a
spell that defends against physical
attacks. A red bar represents a spell
that defends against magical attacks.

The hit point bar displays your char-
acter’s current condition. If it is green,
your character may be injured, but is
in good shape. If it is yellow, your
character is moderately wounded. If it
is red your character is near death.

To display hit points as a numeric
value, change to Status Numbers
On (by pressing the A button from
the Options menu under Camp
options). This option turns the Bar
Graphs On or Off.

Check Food Bar The food bar is
green when your character is full,
yellow when hungry, red when close
to starving, and blank when starv-
ing. Starving characters cannot rest.

Crawl To crawl (perhaps dodging
some monsters) press the R and the
C buttons simultaneously.

Drink a Potion Press the B button
to use the item that is highlighted in
the inventory screen,

Drop an Item To drop an item,
highlight the item and press the C
button while in the inventory screen.

Examine Map Press L and C
simultaneously to examine your
dungeon map.

Fire a Ranged Weapon (Bow or
Sling) To prepare a ranged weapon,
place the weapon in the character’s
primary hand. As you fire the weapon,
ammunition is expended from either
the quiver (arrows) or belt pouch and
backpack (sling stones). This assumes
ammunition is available. To fire a
bow or sling the weapon must be in
the primary hand. Press the A button
to fire the bow or sling.

Throw a Ranged Weapon
(Dagger or Dart) Place the item in
either one of your hands and press
the A or B button.

Look Up or Down To look up into
the rafters or down into pits, press the
R button and push the directional
pad up or down.

Move in Dungeon Push the direc-
tion pad in the direction you wish to
move. If you push up your character
moves forward. If you push down
your character moves backward.

Open a Gate Press the C button
when you come to a door or gate.
The door opens unless it is locked
and you do not have the correct key.
Iron keys open regular doors and the
gold keys open the doors that lead to
the next dungeon level.

Lay on Hands The paladin’s spe-
cial ability to heal is controlled in the
same way a cleric casts spells.

Pick a Lock Put the lock picks in
either hand and press the appropriate
button to use them. If the lock picks
are in your inventory, simply high-
light them and press the B button.

Pause the Game Press the X button
on your pad. This brings up the camp
menu and pauses time in the game.

Ready a New Item First bring up
the character’s inventory by pressing
the P button. Press the A button
when the green highlight is moved
over the desired item. Then move the
yellow highlight over the place you
wish to put the item and press A. If
the highlight turns red, that item
cannot be placed in that location. Be
careful — you are defenseless without
a readied weapon.

Sidestep To sidestep press the R but-
ton and move the pad left or right.

Take an Item If you have Manual
Pick Up (found in the options screen)
turned On, simply walk over the item.
If you have this option turned off,

press the C button to pick up the item.

If you find an object in a room without
an entrance, rest assured you don’t
need that object to finish the game.

Turn Undead The ability to turn
undead is controlled in the same way
a cleric casts spells.
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—+ Equipment Screen ¢

Inventory and Equipment Section

The inventory and equipment section
displays all of your character’s items.
Items in the character’s backpack
and belt pouch are not readied and
do not help the character, while
those worn on the character's body
or in-hand are readied and give any
bonuses (or penalties) they confer.

Check Arrows in Quiver The num-
ber on the quiver indicates the number
of arrows your character is carrying.

Eat To eat, simply press button B
when a piece of food is highlighted.

Keep Items Ready to Throw Keep
weapons for throwing in the belt
pouch. An item in the belt pouch is
transferred to the hand when the char-
acter attacks with a thrown weapon.

Ready an Item Press the A button

to pick up an item; the item will gray
out. Then move the highlight square
over the place where you want to put

+4

Head: Slaver

the item. Press the A button again to
put the item in the desired location.
If you cannot place an item in a par-
ticular area you will see the yellow
highlight turn red.

Store Items If you have Manual
Item Pick Up (found in the options
screen) turned On, simply walk over
the item. If you have this option
turned off, press the C button to pick
up the item.

Wear Equipment Move the green
highlight over the desired equipment
and press the A button to pick it up.
The highlight turns yellow. Then, with
the directional pad, move the yellow
highlight to a box connected to the
character’s body and press A again to
wear it. Place clothing or armor on
the character’s torso, bracelets on the
character’s wrists, rings on the charac-
ter's fingers, helmets on the char-
acter’s head, and necklaces on the
character’s neck. Place any footgear
on your character’s feet.

The equipment screen displays a
character’s name, ability scores,
Armor Class, experience points,

and current level. For a detailed
description of these values, see the
“Character Basics” section on page 4.

Character Information Screen
To see your character’s name, sex,
race, class, alignment, age, and dun-
geon seed, first press the P button,
then press the L and R buttons at the
same time.

Camp

Camp Screen

Rest

This option allows your character to
rest and heal. How long the charac-
ter rests depends on how damaged he
or she is. Remember, with a blank
food bar, he or she cannot gain hit
points or spells.

+ Character Information Screen +

Examine Map

This option allows you fo see where
your character has or hasn't been. It
also shows creatures, items, land-
marks, and teleporters. Press the A
button to bring up the map. Press the
B button to go back to the main
screen. This also tells you what dun-
geon level your character is on.

Options
Press the A button to go to the
Options menu.

Load Game

Select this option when you want to
go back to your saved game.

Save Game

This allows you to save the game
before continuing. If you continue on
and you feel the need to start again
from where you last saved, select
LOAD GAME. Be aware that you
can only have one saved game.

Exit Game

Select this option to quit SLAYER. Be sure
to save your game before you exit if
you want to resume where you left off!

Is your character rested, fit, and ready
to go? Press the X button to continue
the game.



Best Graphics

Options Screen

Sounds Effects On/Off
Turn sound effects on or off.

Music On/Off
Turn music on or off.

Map Window On

Turn the map (in the lower left of the
screen) on or off.

Character Window
Turn the character portrait on or off.

Status Graph On/Off

Display hit points with a bar graph
or with numbers.

Auto Item Pickup

Set whether your character picks up
items automatically or manually.

Best Graphics

Turn on for better graphics; turn off
for faster speed.

AUTO-MAPPING

As your character goes up against
incredible odds in Staver, the last
thing you want to do is map each
step of the way with pencil and
paper. We've made it easy by includ-
ing a versatile auto-map feature.

Local Auto-map

Most games played from the charac-
ter's perspective suffer from a kind of
tunnel vision; you can see ahead but
not to the sides or rear. The local
auto-map changes this by displaying
the area immediately about your
character, The map is shown in the
lower left-hand corner of the main
game screen; all aspects of the dun-
geon (its doors and pits, etc.) appear
on this chart in real time.

This allows you to see any creatures
approaching your character from the
sides or from behind.

Dungeon Map

The dungeon map shows where
you've been and what hasn’t been
explored. Everything on the map
reflects the current status of items in
the dungeon; doors are displayed
open or closed; pits are shown. This
makes the auto-map a very useful
tool when trying to solve puzzles.

FBungeon Setting
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CUSTOMIZING
DUNGEONS

After selecting a pregenerated char-
acter or designing one of your own,

the game difficulty screen is revealed.

Easy, Moderate, or Hard: the choice of
play difficulty is yours as you
arrange your character’s adventure
through StAvER.

Welcome to the bridge, command
central, the crystal palace, or any
other place from which complex and
weighty judgments are made after
much careful deliberation. You are in
control! Change aspects of the game
environment if you wish, or recreate
the game a friend is playing by enter-
ing a “dungeon generation seed.”

+ Customization Screen ¢
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Dungeon Generation Option:
These options affect the physical lay-
out and structure of a dungeon, as
well as anything placed inside, such
as objects, creatures, and traps.

Dungeon Generation Options

Dungeon Levels: How many levels
is your character willing to endure?
Pick the size of the dungeon for
today’s adventure, choosing from 10
to 20 levels.

Monster Frequency (Few to Too
Many): Is there a beast ready to
slink out from behind every corner
and half-opened gate, or will the
number of adversaries be more man-
ageable? You decide.

Treasure (Poor to Filthy Rich):
Pick “Filthy Rich” and a wealth of
magical and non-magical objects all
but litter the dungeon floor. An easy
choice? Not for game players who
enjoy a challenge.




Poison Strength (Annoying to
Lethal): This option determines how
much damage a poison inflicts and
how frequently it is inflicted.

Food Availability (Starving to
Stuffed): Halflings like to eat, and
even a paladin can work up an
appetite after facing down a
squadron of screaming banshees.
Will your dungeon resemble a well-
stocked larder or an empty cupboard?

Monster Theme: This option deter-
mines what type of monsters you
want to encounter.

Trap Frequency (Few to Too
Many): This option determines how
many traps your adventurer will have
to overcome to get to the final level.

Potion Availability (Some to
Tons): This option determines
how many potions you encounter
in your adventure.

Dungeon Generation Seed

As you play, each game “seeds”
itself, creating a code which can
recreate the dungeon or game envi-
ronment in which you are playing.
We call these codes the dungeon
generation seed. At the dungeon
customization screen you can enter
the same seed you played earlier to
replay the same dungeon. You can
also enter in any nine character code
for a completely different dungeon.

Easy, Moderate, and
Hard Settings

These settings await you on the game
customization screen. Highlight and
press the A button on any one of
them and all of the options on the
screen change to reflect our program-
mer's idea of that difficulty level.
Before making a choice, you may
wish to review the option settings for
that difficulty.

When you become familiar with
what the terms “Easy,” “Moderate,”
and “Hard” imply, you can save time
by picking the difficulty you want by
highlighting one of the options and
pressing the A button.

Once you have customized the game
according your tastes, move the high-
light to PLAY and begin the adventure.

SPELLS

The following sections contain descriptions of the spells that your character
can use to attack opponents or protect him or herself.




MAGE SPELLS
First Level Mage Spells
¢ ARMOR
Rmnge: DuramioN; Special ARea oF EFFECT: Your character

With this spell your mage can surround him or herself with a magical field that pro-
tects as scale mail (AC 6). The spell has no effect on characters who already have AC
6 or better and it does not have a cumulative effect with the shield spell. The spell lasts
until dispelled, or until the character suffers damage that is equal to or greater than 8
hit points +1 hit point for every level of the caster.

¢ Derect Macic

Range: DuRaTion: Short Area oF EFFecT: Carried items

This spell allows a mage to determine if any of the items he or she is carrying are
magically enchanted. All magic items glow for a short period of time.

¢ Macic MissiILE

Range: Long DuRATION: nstantangous ARea oF Errect: One target

Your mage creates a bolt of magic force that will only miss if the monster happens to
dodge behind a wall or door. If there are two monsters, the missile automatically hits
the one closer to the caster. Magic missile spells do greater damage as a mage increas-
es in level. Initially, magic missiles do 2-5 points of damage, and for every 2 extra
levels the spell does 2-5 more points. So, a 1st or 2nd-level mage does 2-5 points of
damage, but a 3rd or 4th-level mage does 4-10, and so on.

Second Level Mage Spells

¢ ImPrOVED IDENTIFY

Range: 0 Duramion: nstaniangous AREeA oF ErrecT: Ong ifem in the spellcaster's hand

When this spell is cast, one item in the mage’s hand is identified for what it really is.
The mage learns the item's name and the attack or damage bonuses it has. Note that
some items, such as special magical tomes, cannot be identified with this spell.

¢ MELF's Acip ARROW

Range: Long Duramion: Special Aren oF Errect: One farget

This spell creates a magical arrow that launches itself at a target as though it were
fired by a fighter of the same level as the mage. The arrow is not affected by distance.
The arrow does 2-8 points of damage per attack. For every three levels the mage has
earned, the arrow gains an additional attack. For example, at 3rd-5th level the arrow
attacks twice, and at 6th-8th level the arrow attacks three times.

¢ PROTECTION FROM PARALYSIS

Range: (| Duranon: Long AREeA OF EFFECT: Your character

Upon using this spell, your mage becomes totally immune to paralyzing substances
(such as poison or venom). Keep in mind that although the spell protects the charac-
ter from paralysis, the spell cannot protect against physical damage from an attack.

Third Level Mage Spells

¢ FIREBALL

Ranse: Long DuRATION: Instantangous AREA OF EFFECT: Targel square

A fireball is an explosive blast of flame that damages the target monster. The
explosion does 1-6 points of damage for every level of the caster to a maximum
of 10th-level. For example, a 10th-level mage does 10-60 points of damage.

¢ Fry

RancE: 0 Duramon: Medium Area oF EFFeCT: Your character

This spell allows the player to fly over pits and traps he or she may have discovered.

¢ LIGHINING BolLr

RangE: Lang Duraion: Instanianeous AREA OF ErrecT: Two squares

This spell allows the mage to cast a powerful bolt of electrical energy. The spell flies to
its first target and then continues onward, hitting any targets that may be in your
path. The bolt does 1-6 points of damage for every level of the caster to a maximum
of 10th level. For example, a 10th-level mage does 10-60 points of damage.

Fourth Level Mage Spells

¢ FEAR

Rance: Close Duranon: Medium
When this spell is cast the mage projects a cone of terror. Any creature affected by the spell
turns tail and runs. The amount of time the affected creatures remain terrified is based on
the level of the casting mage. The spell’s duration increases with the level of the caster.

Aren oF ErFrecT: One square

¢ Ice SToRM
Range: Mediumio long  Duramow: Insfantaneous Aren OF EFFECT: A cross-shaped area 343 squares if caster is less than Tth level

This spell produces a pounding torrent of huge hailstones. The spell pummels the tar-
gets with 3-30 points of damage. The range of this spell is based on the caster’s level.
If the caster is 7th level or greater then the area of effect is 5X5 squares.

Fifth Level Mage Spells

¢ Cone of CoLp

Range: Close DunRATION: Instantaneous Anea oF ErrecT: Three squares

This spell causes the mage to project a chilling cone of sub-zero cold. The numbing
cone causes 2-5 points of damage per level of the caster. For example, a 10th-level
mage would do 20-50 points of damage.

¢ Horp MONSTER

Rance: Long Duramion: Medium Area oF EFFecT: One square

This spell stops a monster dead in its tracks and makes it so that you may slay it easi-
ly. However, the spell does not affect undead creatures. The spell’s duration increases
with the level of the caster.

¢ WarrL or FoRrce

Rance: Close Duramion: Short Anea 0F ErrecT: One square

A wall of force creates a barrier which stops monsters and spells from passing. A wall
cast by a character is dispelled if your character enters the square with the wall of force.



Sixth Level Mage Spells
¢ Dearn Foc

Rawge: Lony D Instantaneus AREA OF EFFECT: 3 Squares long

This spell slays many weak creatures easily, but kills few strong ones. Some very pow-
erful monsters may not be affected by this spell.

¢ TRUE SEEING
RansE: (I Duramon: Shart AREA OF EFFeCT: Specizl

With this spell, your character can see things as they really are. You will be able to see
the monsters that lurk beneath the surface to get you as you walk by. You will also be
able to see traps that are waiting to go off.

Seventh Level Mage Spells

¢ Acip STORM

Rance: Long DURATION: Insfanianeous Area oF EFrecT: Thres squares

This spell causes a downpour of acid in the area of effect. Creatures that are within
the area suffer approximately 1-8 points of damage plus an additional 1-8 points of
damage for every caster level above 7th,

¢ FINGER oF DEATH

RansE: [ Duranon: Permanenl Area oF ErrecT: One tarpet

This spell snuffs out the victim's life force. If successful, the victim can neither be
raised nor resurrected. The caster utters the finger of death spell incantation, points his
or her finger at the creature to be slain, and (with luck) slays the creature. If the crea-
ture does not die, it suffers 3-17 points of damage.

CLERIC SPELLS

First Level Cleric Spells

¢ BLEss
Range: 0 Duramion: Medium

Upon uttering this spell the morale of your character is raised, and he or she gains a
bonus to his or her attacks. Bless spells are not cumulative. High-level paladins can
cast bless spells.

AREe OF EFFECT: YoUT characier

¢ Cure LicHT WoUNDS

Range: [ Durarion: Permanen Area oF EFrecT: Your character

By casting this spell on your wounded character, up to 8 hit points of damage can be
cured. High-level paladins can cast cure light wounds spells.

¢ DETECT MAGIC

Range: 0 DuraTion: Instantaneous Area oF EFrect: Carried iiems

This spell allows the caster to determine if any of the items being carried are magical-
ly enchanted. All magic items are indicated for a short period of time. High-level
paladins can cast detect magic spells.

Second Level Cleric Spells

+ Amp

Range: 0 Duranon: Short lo medium
This spell acts like a bless spell and confers 1-8 extra hit points. The temporary hit
points are subtracted before the character’s own if he or she is injured in combat. The
spell's duration increases with the level of the caster.

Area 0F EFrecT: Your character

¢ Frame BIADE

Range: Shorl Duramion: Medium
This spell causes a flame-like blade to leap from the caster’s hand. The blade attacks
like a normal sword and does 7-10 points of damage. When cast, a burning sword
appears in the caster’s hand. Your character attacks with this as he or she would with
any other melee weapon. The spell does slightly less damage against targets protected
from fire. Spell duration increases with the level of the caster.

Anea o EFrecT: One target

¢ Siow PoisoN

Range: [ Dunanon: Long
This spell slows the effects of any type of poison for a limited time. When the spell dis-
sipates the victims suffer the poison's full effect unless a neutralize poison spell is cast.
The spell’s duration increases with the level of the caster. High-level paladins can cast
slow poison spells.

Area oF EFFECT: Your character

Aan



Third Level Cleric Spells
¢ Creare Fooo & WATER
Rance: 0 Duramon: Permanent Anea 0F ErrecT: Special

This spell allows your cleric to conjure nourishment for him or herself. When your
character’s food bar is blank, he or she suffers one hit point of damage every 24
hours. Starving mages and clerics are unable to regain their spells.

¢ PRAYER

Range: 0 Duramion: Short to medium AREA OF EFFECT: Your characier

This spell is a powerful version of the first-level bless. This spell increases your charac-
ter's combat ability and decreases the enemy’s. The spell has no cumulative effect.
The spell’s duration increases with the level of the caster.

¢ Pror1eCTION FROM FIRE

Range: [ DuraTion: Long Aren oF EFrecT: Your character

When the spell is cast, your character takes no damage from any fire attacks for a
certain amount of time. The spell absorbs the damage from those attacks. After the
spell has absorbed all it can, it dissipates.

Fourth Level Cleric Spells
¢ Cause Serious Wounps

Rawge: Close Duranon: Permanen Ane oF ErrecT: Ong farget

Casting this spell inflicts 3-17 hit points of damage on any monster that is struck by
the caster.

¢ Cure Serious WounDs

Range: DuraTion: Permanent AREA OF EFFECT: Your character

This spell is identical to the first-level cure light wounds spell, except that it heals 3-17
hit points of damage.

¢ NeuTRALIZE PoIsoN

Range: 0 Duration: Permanent AReA o ErFecT: Your characier

This spell detoxifies any sort of poison or venom, although it cannot bring your char-
acter back to life if he or she has already died.

Fifth Level Cleric Spells

¢ Cure CriticaL WouNDs
Ranse: 0 Duramon: Permanent

AREA oF EFFECT: YoUr character

This spell is identical to the first-level cure light wounds spell, except that it heals 6-27
hit points of damage.

¢ FIAME STRIKE
Ranse: Long

By means of this spell, the cleric calls down from the sky a column of flame. Creatures
fully affected by the spell suffer 6-48 points of damage.

Duramion; Instantaneois Area oF EFrecT: One square

¢ TRUE SEEING

Range: 0 Dunamion: Shart AReA 0F EFFECT: Special

With this spell, your character can see things as they really are. You will be able to see
the monsters that lurk beneath the surface to get you as you walk by. You will also be
able to see traps that are waiting to go off.

Sixth Level Cleric Spells

¢ HeaL

Range: Close Duranion: Permanent AREA OF EFFECT: Your character

This spell brings your character to full hit points.

¢ HEROES’ FEAST

Range: 0 Duramon: Permanent Area oF EFFeCT: Your character

The spell, in addition to feeding your character, cures disease, heals, blesses (as per
the bless spell), and makes your character immune to poison, all for an extended peri-
od of time.

¢ SolL’s SEARING ORB

Range: Long Duramon; Instantaneous AREA 0F EFFECT: Enemy monster

This spell fires a ball of magic that will do 6-36 points of damage to a single target.

Seventh Level Cleric Spell

¢ FIRe STORM

RangE: Long DunaTion: Instantaneous Anea oF EFrecT: A cross-shaped area 3X3 squares if caster is less than 7th lavel

When a firestorm spell is cast, the whole area is shot through with sheets of roaring
flame that resemble a fireball spell. All creatures within the area of fire suffer 2-16
points of damage, plus additional damage equal to the caster’s level.



ADVENTURING
STRATEGY

Attacking Opponents

Characters most often engage in
“melee combat,” which is face-to-
face battle with weapons such as
swords and maces. Other options
include casting spells and ranged
combat using bows or slings.

Combat Mechanics

Understanding the technical side of
combat allows you to choose the
most effective strategy for your char-
acter in battle. Each character’s
ability in combat is defined by his
Armor Class, THACO, and damage.

Armor Class

Armor Class (AC) is how difficult a
monster is to hit with a weapon. The
lower the Armor Class, the harder it
is to hit the target. Armor Class is
based on armor and a bonus for the
character’s dexterity.

Some magic items help improve (or
lower) Armor Class rating.

THACO

THAC® is your character’s ability to
hit enemies. THAC@ stands for “To
Hit Armor Class @.” A character
must “roll” a number equal to or
greater than this to damage a target
with an armor class of @. The lower
the attacker’'s THACQ, the better his
or her chance to hit the target. A
character's THAC® is based on his or
her class and level.

NOTE: the generation of a random
number is often referred to as a “roll.”
In determining if an attack is successful,
the number generated is from 1 through
20. The base roll is modified by the
character’s ability scores and by the use
of magic weapons.

An attack is successful if the roll is
greater than or equal to the attack-
er's THAC® minus the target's AC.

Example: A fighter with a THACO of 15
attacking a monster with an AC of 3
would need to roll; (THACO 15) - (AC 3)
= 12+. But to hit a monster with an AC
of -2 he or she would need to roll:
(THAC@ 15) - (AC-2) =17+.

Damage

Damage is the hit point loss an
attacker inflicts on his or her oppo-
nent. This damage is based on the
attacker’s strength and the weapon
being used. What damage each
weapon can do is summarized in the
“Weapons Chart” on page 54.

Combat Strategies

Characters who use thrown weapons
should carry them in-hand and in
their belt pouch for quick reloading.
Be sure to recover your character’s
ranged weapons after each battle.
You may wish to collect all the
ranged weapons your character finds,
for they are used quickly in battle.

Moving and Fighting

Prepare your character for battle
before opening any door, leaving the
current dungeon level, or pushing
any button that might open a door
or secret wall. Monsters often crouch
behind closed doors, waiting and
hungry for combat!

Remember, your character can move
and fight at the same time, even back-
ward to dodge a melee attack and
sideways to dodge a ranged attack.
Another strategy is to retreat behind a
door and dlose it, blocking the attack
of a particularly nasty beast.

More Hints

Here are a few hints to help your
character along the way.

Carry Items with You

You never know when your character
will need something he or she has
found! To carry an item along for the

adventure, pick it up and move it
into a backpack. If there is no more
room in your character’s inventory,
find a safe and easily accessible loca-
tion to stash items that can’t be
carried. Remember, though, once
you are finished with a dungeon
level and open the door to the next
level, there is no turning back for for-
gotten goodies.

Look for Hidden Buttons
on the Walls

Always check walls for hidden but-
tons and bricks.

Watch for Teleporters

Teleporters will teleport your charac-
ter to different parts of the dungeon,
even into rooms without doors. Be
careful when entering teleporters —
you never know where you'll end up.

When to Save the Game

Save the game any time you believe
something might happen to hurt
your character. We also recommend
saving at the beginning of each level.
If monsters are attacking thick and
fast, save the game and try new
strategies. When things are really
tough, save before opening doors.
But remember, you only have one
save slot.

Go On

When all else fails, go on with the
game. Your character need not open
every door, fight every monster, and
obtain every item to win. Remember
any areas your character bypasses. If
he or she is stumped in a later areaq,
or needs an item to go on, go back
and try the puzzle again.




¢+ BESTIARY »
The Creatures that Prowl the Corridors

This section contains descriptions of the common denizens lurking in the dark
passages of SLaver. However, you may discover others, particularly when you've
reached the deepest depths of a dungeon. You never know what mutated mon-
ster is waiting for you in the darkness.

¢ Bulette

Bloodworms, cousins to purple worms, are green
with red spots on their underbellies. They are fierce
opponents and attack with a monstrous bite, which
drains the victim's blood. They take extra damage
from fire-based attacks.

¢ Carrion Crawler

The bulette burrows under the ground until below
its victim. It then attacks the surprised victim from
underneath. These creatures are extremely tough
fighters that take a lot of damage to dispatch. Be
careful, for where there is one bulette there will
surely be more.

The ankheg resembles an enormous many-legged
worm and has a fondness for fresh meat. Its many
legs end in sharp hooks suitable for burrowing and
grasping, and its powerful mandibles are capable of
snapping a small tree in half with a single bite. A
tough chitinous shell, usually brown or yellow, cov-
ers the entire body except for its pink, soft belly.
With glistening black eyes and two sensitive anten-
nae, the ankheg can detect the movement of a
man-sized creature.

The ankheg's preferred attack is to lie 5-10 feet below
the surface of the ground until it detects the approach
of a victim. Burrowing to the surface, it then attempts
to grab its victim in its powerful mandibles. When
desperate, an ankheg may squirt a stream of acid. All
but the fiercest predators avoid ankhegs.

The carrion crawler is a scavenger of subterranean
areas, feeding primarily on carrion. When such food
becomes scarce, however, it attacks and kills any liv-
ing thing. Looking like a cross between a giant green
cutworm and a cephalopod, the carrion crawler is
thought to be the result of genetic experimentation
by an evil wizard. Moving quickly, the carrion
crawler lashes out with 2’ long tentacles, each of
which produces a sticky secretion that can paralyze
its victims. Once the victims are paralyzed, the car-
rion crawler kills at its leisure. Some underground
inhabitants such as goblins and trolls often make use
of carrion crawlers by leaving the bodies of dead foes
in designated areas. This has the effect of encourag-
ing carrion crawlers to patrol the area in question.



¢ Cockatrice

Infamous for its ability to paralyze, the cockatrice is
an eerie hybrid of lizard, rooster, and bat. About the
size of a large goose or turkey, it boasts bat-like
wings and the long tail of a lizard. The cockatrice
fiercely attacks anything it deems a threat to its lair,
human or otherwise. Its method of attack is to grap-
ple with its foe, touching exposed flesh to paralyze
it. Flocks of cockatrices do their utmost to over-
whelm and confuse their opponents, sometimes
flying directly into their victims’ faces.

The touch of a cockatrice is powerful enough to affect
its victims through leather and fabric, with only
metal armor being strong enough to deflect their
deadly beaks. A cockatrice senses where its victims
are vulnerable and proves very effective at finding an
area of exposed flesh which paralyzes them.

Fire Elemental

The fire elemental is a beast of pure flame. They
hurl fireballs at their victims to consume them in
the flames from their world. Be careful for the
range of the fireball is long; an adventurer would
do well to avoid them. The fire elemental is
immune to all fire-based spells, as well as acid and
hold spells. It is most susceptible to cold-based
attacks. The fire elemental has lots of hit points,
and inflicts lots of damage. Only magical weapons
of +3 or greater can damage it.

¢ Elemental
Earth Elemental

Crypt things are guardians of arcane places. Once
they discover that the area they are protecting has
been violated they hunt the intruders mercilessly.

They are cunning and should not be taken lightly.
Crypt things can only be hit by magical weapons.

Ettins are two-headed giants. They are vicious and
unpredictable hunters, stalking by night for any
meat they can catch. Undbvilized giants, ettins abhor
bathing or any other activity which might soften
their thick, grime-encrusted skin. This thick skin
gives the ettin a low Armor Class. They prefer to
ambush their victims, but however the battle starts,
ettins fight furiously until they either win or are so
badly injured that retreat is the only alternative to
death. In combat an ettin has two attacks. Because
each of its two heads controls an arm, an ettin does
not suffer an attack roll penalty for attacking with
both arms. Two clubs covered with spikes are the
sole weapons of the ettin. Though they collect trea-
sure, adventurers rummaging through ettin lairs
find them disgusting, dangerous places.

Earth elementals can be conjured in any area of
earth or stone. This type of common elemental
appears on the Prime Material Plane as a very large
humanoid made of dirt, stones, precious metals,
and gems. It has a cold, expressionless face, and its
two eyes sparkle like brilliant multi-faceted gems.
Though they travel very slowly, they are relentless
in the fulfillment of their appointed tasks. An earth
elemental can travel through solid ground or stone
with no penalty to movement or dexterity. These
creatures are also difficult to fight since they require
a +2 or better weapon to hit them.

Feyrs (pronounced “fears”) are created from the
remnants of ordinary nightmares mixed with resid-
ual magical energies. They are unknowingly
brought to life by the strong emotions of a large
group of people. They are most commonly found in
large cities that have a good number of mages,
priests, and other spellcasters. Feyrs appear as
humped, hunchbacked creatures, grim and inhu-
man in appearance. Their hide is mottled and
curved like the surface of the human brain. The
creature is supported by two main tentacles which
act as legs, and by a handful of other tentacled
limbs. Feyrs remain invisible until they attack,
which is extremely dangerous to adventurers. True
seeing allows an adventurer to see these creatures.




¢ Gargoyle

Gargoyles are ferocious creatures, magical by
nature and often found dwelling amid ruins or in
underground caverns. Originally, gargoyles were
carved roof spouts designed to represent grotesque
human and animal figures. A powerful enchant-
ment cast long ago brought these sculptures to life.
Gargoyles take great pleasure in torturing to death
their helpless prey. They are winged creatures and
excellent fighters, with four attacks per round.
Counting on their appearance as sculptures, gar-
goyles often stand or sit motionlessly, perhaps
posing in a fountain or standing beside a doorway.
When their victim is close enough, they strike out.
When possible, they also enjoy swooping down on
their victims from above.

¢ Gelatinous Cube

¢ Goblin and Goblin Leader

Gelatinous cubes are mindless creatures that feed
upon anything that is caught in their path. Try to
slay these creatures as soon as you see them.
Gelatinous cubes are immune to electricity-based
spells. They are most susceptible to fire-based spells.
When they hit, they do acid damage. Gelatinous
cubes are pretty slow, and are mainly used to block
narrow hallways and small rooms.

¢+ Golem, Flesh

If not for their great numbers, these small, evil
humanoids would be mere pests. With sloping
foreheads and arms hanging down almost to
their knees, they menace other races with their
spears and axes, or with any weapon which
takes little training to use. Goblins hate sun-
light and prefer to fight underground where
their infravision to 60 feet gives them the
advantage. Cowardly by nature, goblins gen-
erally avoid a face-to-face fight. Their specialty
is ambush. Even in an ambush, however, gob-
lin tactics prove to be simple and crude.
Goblins hate most other humanoids, gnomes
and dwarves in particular, and work to exter-
minate them. Those not killed are taken as
slaves or are dispatched later and used for
food. Beware the goblin leaders, for they have
more hit points and inflict more damage than
the ordinary goblin.

Ghosts are one of the undead that will be found in
the dungeons. Ghosts are immune to all magic.
They can only be struck by magical weapons of +1
or better. When they make a successful attack, they
age the character by 1-10 years. Ghosts move quick-
ly and it is nearly impossible to outrun them. Be
careful, for the ghosts that you may meet should be
feared. They are not merely stories to frighten chil-
dren, they are real and will try to get you if you
don't get them first.

A golem is an artificial form, a humanoid body ani-
mated by an elemental spirit. It is under the complete
control of its creator, The flesh golem is made from a
ghoulish collection of stolen human body parts,
stitched together to form a single, decaying horror.
This creature has no possessions, including weapons.
It cannot speak, but does roar occasionally as it walks
along in its stiff, disjointed gait. Incapable of strategy
or tactics, flesh golems are emotionless in combat. As
they do not use weapons, it is their Strength of 19
which proves dangerous — especially since only a
magical weapon can be used against them. Fire- and
cold-based spells slow them down, while electrical
attacks actually add hit points to the golem. All other
spells are powerless against the creatures.



¢+ Hag

¢ Knight, Death

Hags are witch-like beings that spread havoc and
destruction, working their magic and slaying all
whom they encounter. They appear as wretched old
women with long, frayed hair and withered faces.
Grotesque moles and warts dot their blotchy skin.
They wear clothing similar to that of peasant
women. Their mouths contain blackened teeth, and
their breath is foul. Though they appear wrinkled
and weak, hags possess supernatural strength and
can easily crush smaller creatures (goblins, for
example) with one hand. And though hags look

decrepit and dilapidated, they run surprisingly swift-

ly — they can even lithely bound over and around
rocks and logs in their path, Iron-like claws grow
from their skinny fingers. They use these claws and
their supernatural strength to rend and tear oppo-
nents in combat.

¢ Lich

A death knight is the horrifying corruption of a
knight; it was cursed by the gods as punishment for
betraying the code of honor it held in its former life,
Death knights are typically taller than six feet and
weigh more than 300 pounds. A death knight's face
is a blackened skull covered with shards of shriv-
eled, rotting flesh. It has two tiny, glowing,
orange-red pinpoints for eyes, and casts a deadly
fireball to cheer things up.

The margoyle is a more vicious version of the gar-
goyle. It is harder to hit and inflicts more damage.
Otherwise, it has the same abilities. The difference
between the margoyle and the gargoyle is that mar-
goyles have a bluish tint to them, while the
gargoyle has a grayish tint.

¢ Medusa, Greater

+ Mindflayer

Hateful beings able to paralyze any creature that
meets their gaze, medusa are typically female
humanoids with a swarming nest of snakes in lieu
of hair. When within 30 feet, the medusa attempts
to get its victim to look into its eyes, thus causing
paralyzation. Should an opponent avert his or her
eyes, the medusa rushes forward to allow its serpen-
tine hair an attack.

The lich is possibly the most dreaded of undead.
When this creature touches its victims it causes par-
alyzation as well as inflicting damage. They are also
immune to cold-based, electricity-based, and death
spells. Be warned that the lich may have a spell or
two to cast at you in the course of combat. They can
only be damaged by +1 or better magical weapons;
be very careful if you smell, hear, or see any of these
fiends wandering the halls of your dungeon.

The mind flayer is a very powerful creature. It
attacks with a psionic attack that causes damage to
anything with a mind. It is 90% resistant to magic
and can only be hit by +1 or greater magical
weapons. The mind flayer will hunt to kill its foes
and is difficult to outrun.




¢ Myconid

Myconids are fairly weak creatures. They attack by
swinging their mighty arms. If they are not able to
claw at you with their physical attack then they
launch a spore attack that causes damage. Try to
dodge this attack if you see it coming.

+ Naga, Spirit

Bone nagas are created undead. They appear as
snakes with large, human-like skulls for heads. Their
empty eye sockets glow with hatred. Created by dark
nagas (and a few evil mages) to serve as guardians,
these worms serve their masters with absolute loyal-
ty. Their creation is an exacting process, hence their
rarity — a good thing for the gentler creatures of the
Realms. In battle, bone nagas bite with their long
fangs and have been known to use other means of
attacking those foolish enough to seek their wrath.
Bone nagas eat nothing and fill no niche in the life
cycles of the Realms — except for the fact that they
sometimes kill large, aggressive natural predators
(including man) for sport.

These black-and-crimson-banded naga have a
human-like head with stringy hair and deep
brown eyes. Spirit naga smell of rotting flesh
which also happens to be their favorite food.
Hiding in deserted ruins or caverns, the evil and
cunning spirit naga try to harm any creature that
passes through their domain. They set traps and
frequently attack without warning.

¢ Ooze

+ Otyugh

The ooze is a snake-like slime that strikes its victims
with an attack that can corrode armor. Lightning
spells and normal weapons damage it. All other
spells have no effect. Although the ooze is easy to
kill, if it hits your character, there is the possibility
that it will damage equipped metal armor, negating
any bonuses. For example, Scale Mail +1 would be
reduced to normal Scale Mail. Oozes are slower
than you are so they can be outrun.

¢+ Purple Worm

Otyughs (aw-tee-ugs), also known as the gulguthra,
are terrifying creatures that lurk in heaps of dung
and decay, waiting for something to disturb them.
While generally feeding on the wastes of other dun-
geon creatures, they occasionally enjoy a snack of
fresh meat. Gulguthra have infravision with a 90
foot range. Otyughs can be thought of as a waste
disposal system for the dungeons they inhabit.

Purple worms, like the bloodworm, burrow under the
ground until they can surprise their foes and attack
from below. Purple worms poison their victims, so be
careful not to get hit!



¢+ Shade

¢ Shadow

All knowledgeable authorities agree that shades are
(or were) normal humans who, through arcane
magic or dark sciences, have traded their souls or
spirits for the essence of shadowstuff. Although they
retain the shape and abilities of their original body,
they are rumored to have grown in power by join-
ing with shadowstuff. The true native shade is
unknown, and no one knows if shades are connect-
ed with shadows (see the next monster description),
or some power or substance from the Plane of
Shadow, The method of transmutation from living
being to unliving shade life has been lost.

¢ Spectre

A slithermorph is an amphibious predator and car-
rion-eater. Most of the time it resembles a black
pudding, creeping about in a glistening black, amor-
phous form. At will, it can “shape-change” into and
out of the form of a serpentine, four-armed monster
resembling a yuan-ti. In serpentine form, a slither-
morph appears as a thick-bodied, scaled snake. Four
muscular arms protrude near its head; these arms
can employ clubs and other crude weapons.

¢ Slime

Shadows are shadowy, undead creatures that drain
strength from their victims with their chilling touch.
Shadows are 90% undetectable in all but the bright-
est of surroundings as they normally appear to be
nothing more than their name would suggest: shad
ows. However, you can clearly see them in bright
light. Shadows travel in loosely organized packs
that freely roam ancient ruins, graveyards, and
dungeons. They specialize in terrifying their victims.

¢+ Swordwraith

Spectres are powerful undead that haunt the most
desolate and deserted places. They hate all life and
light. Appearing as semi-transparent beings, they
are often mistaken for haunts or ghosts. The chilling
touch of a spectre drains energy from living crea-
tures. Any being totally drained of life energy
becomes a spectre under the control of the one who
created him or her.

Spectres are immune to all cold-based spells, as well
as poisons and paralyzation attacks. They can be

" attacked only with magical weapons.

Slimes attack with acidic tendrils when your charac-
ter gets close to them. Slimes are easy to kill, but
hard to see and can do considerable damage with
surprise attacks. To effectively fight them, use the
look down feature to be able to see them, and then
cast spells to destroy them.

Swordwraiths are the spirits of warriors cut down dur-
ing battle and kept from the dissolution of death by
their indomitable wills. Only seen at night or under-
ground where the sun never shines, swordwraiths
appear as warriors. Their weapons and armor are
unremarkable; their flesh within the armor appears
insubstantial. Swordwraiths were hardened, profes-
sional soldiers at one time, and as undead, they have
retained their knowledge of strategy and tactics . . .
and continue fighting because fighting is all they
know. In many cases, these soldiers are too stubborn
to even admit that they are dead.




+ Will o’ Wisp

Trolls are horrid carnivores found in
many places. They can be found from
arctic wastelands to tropical jungles.
Most creatures avoid these beasts
because trolls know no fear and attack
unceasingly when hungry (which is
most of the time). Their limited intelli-
gence and ravenous appetites are
commonly known character traits.
They grow to a height of 9 feet or
more. A rubbery hide serves as skin,
and regenerates at a phenomenal rate.
The color of this “skin” is a nauseating
moss green, mottled green and gray, or
putrid gray. A writhing hair-like mass
grows from their skulls and is usually
greenish black or iron gray in color.
Trolls walk upright, but hunched for-
ward with sagging shoulders. Their
gait is uneven, and when they run
their arms dangle free — often drag-
ging along the ground. In spite of this
awkwardness and pathetic lack of
grace, trolls are extremely agile
climbers and runners. Also, beware of
troll chiefs; they are stronger and nasti-
er than their underlings.

¢+ Wraith

Once a powerful human, the wraith is an undead
spirit seeking to absorb human life and energy.
These evil creatures are seen as black, vaguely man-
shaped clouds. The chilling touch of a wraith does
damage even to creatures immune to cold, but
worse, each hit drains a level of experience from its
victim. Wraiths are immune to normal weapons.
Silver weapons cause only half damage. Magical
weapons inflict full damage, causing a black vapor
to boil away from the body of the wraith. However,
like most undead, wraiths are immune to hold,
death, and cold-based spells.

Will o’ wisps are 90% resistant to most magic. They
are mainly susceptible to magic missile spells. These
creatures attack with an energy blast, and move
very quickly. They are impossible to outrun. Will o’
wisps can easily be killed with normal weapons.

A distant cousin to the dragon, the wyvern is a huge
flying lizard with a poisonous stinger in its tail. The
dark brown to gray body of the wyvern is half tail.
The tip of the tail is a thick knot of cartilage from
which a 2-foot-long stinger protrudes, much like that
of a scorpion. This tail is very mobile, easily striking
over the back of the wyvern to hit an opponent to its
front. The wyvern's eyes are red or orange. It does
not have a strong odor, although its lair might smell
of a recent kill. Like many other monsters, it is rather
stupid, aggressive, and always ready to attack.

Yuan-ti look just like the slithermorph only they
are green in color and do not have the slither-
morph's second set of arms. Yuan-ti can also cast
magic missile spells. They are tougher than the
slithermorph, so be careful.




¢ TABLES ¢
Objects You Can Find in SiAvER

AMULETS

Amulet of Fire Resistance

Amulet of Magic Resistance

Amulet of Imminent Return

Amulet of Magic Detection (casts detect magic)

ARMOR

Robe

Leather (Magic versions are +1 to +3 and a very rare +4)

Ring mail (Magic versions are +1 to +3 and a very rare +4)
Gauntlets

Scale mail (Magic versions are +1 to +3 and a very rare +4)
Chain mail (Magic versions are +1 to +3 and a very rare +4)
Plate mail (Magic versions are +1 to +3 and a very rare +4)
Boots of Acid Walking

Boots of Lava Walking

Boots of Poison Walking

Cloak of Protection (Magic versions are +1 to +3 and a very rare +4)
Bracers of Protection (AC 8 through 2)

Round Shield (Magic versions are +1 to +3 and a very rare +4)
Crest Shield (Magic versions are +1 to +3 and a very rare +4)
Helm

GAUNTLETS

Gauntlets of Dexterity
Gauntlets of Ogre Power
Gauntlets of Giant Strength

MisceLiaNEous MAciIcAL ITEMS

Book (for wizards to cast spells)
Scrying Glass

Drums of Panic

Holy Symbol

Lightning Orb

Orb of True Seeing

Orb of Fireballs

Orb of Turning Undead

Non-MagicAL ITeMs PotioNs

Treasure Chest Healing

Thief’s Tools Extra-Healing
Rations Poison

[ron Rations Vitality

Coin Speed

Silver Key Elixir of Health
Gold Key Invulnerability
Assorted Gems Hill Giant Strength
PooLs AND FOUNTAINS RINGS

Poison

Healing

Vitality

Sustenance

Stone Giant Strength

Ring of Fire Resistance
Ring of Sustenance
Ring of Levitation

Ring of Protection (+1 to +3 and a
very rare +4)

Ring of Regeneration
Ring of Weakness
Ring of Strength




ScroiLs

Protection — Electricity
Protection — Fire

Protection — Magic
Protection — Paralysis
Protection — Poison
Protection — Acid

Maps

Random Spell

Protection — Level Draining

WanNDs

Wand of Restoration
Wand of Curing

Wand of Fire

Wand of Lightning
Wand of Magic Missiles
Wand of Paralyzation

WEAPONS

Dart (Magic versions are +1 to +3 and a very rare +4)

Dagger (Magic versions are +1 to +3 and a very rare +4)

Staff (Magic versions are +1 to +3 and a very rare +4)

Short Sword (Magic versions are +1 to +3 and a very rare +4)
Rock

Flail (Magic versions are +1 to +3 and a very rare +4)
Morning Star (Magic versions are +1 to +3 and a very rare +4)
Hammer (Magic versions are +1 to +3 and a very rare +4)
Axe (Magic versions are +1 to +3 and a very rare +4)

Club (Magic versions are +1 to +3 and a very rare +4)
Halberd (Magic versions are +1 to +3 and a very rare +4)
Spear (Magic versions are +1 to +3 and a very rare +4)

Long Sword (Magic versions are +1 to +3 and a very rare +4)
Two-Handed Sword (Magic versions are +1 to +3 and a very rare +4)
Arrow

Bow (Magic versions are +1 to +3 and a very rare +4)

Sling (Magic versions are +1 to +3 and a very rare +4)

Maul of the Titans

Experience Levels

+ FIGHTER EXPERIENCE LEVELS
[EVEL  EXP TO REACH LEVEL __ HIT POINTS

1 o 110
5 2000  +(1-10)
3 4000  +(1-10)
4 8,000 _+(1-10)
5 16000  +(1-10)
6 32000  +(1-10)
7 64000 +(1-10)
8 125000  +(1-10)
9 250000 +(1-10)
10 500000 +3
1 750000 43
131250000  +3
14 1500000  +3
15 1750000  +3
16 +3
17 +3
18 +3
19 +3
20 +3

+ CLERIC EXPERIENCE LEVELS

LEVEL EXP TO REACH LEVEL HIT POINTS

. g ) -

2 o0, +1:8)
3 3000 .. +(1-8)
o T 6,000 L H8)
S i 13000 . +H1-8)
S e 27,500 . +H1-8)
(ST, L . +18)
- 110000 ... +H18)
A 225000 ... H1-8)
LS 30000 Fdiice
SR 675000  ....*2 .
A2 900000 . ...*2Z
13 1,125,000 +2

4 1350000 0 42
15 1,575,000 42

+ CLERIC WISDOM SPELL BONUS*

WISDOM SPELL LEVEL

SCORE 1 2 3 4 5 6 7
A3 L T i e T S
14 el S B B S
N T e

* Bonus spells become available when the cleric can normally cast
spells of that l2vel.

¢ CLERIC SPELL PROGRESSION

CLERIC
LEVEL

B |
I
}
I
|
I
I

8 3.3 . 3.2 = = =
. 4 4. . g .2 & = =
10 4 4 3 3 e

e e TR B 2.2
13 6 6 6 4 2 2 -
L4 6.6 6 5.3 .2 1.
15 6.6 .6 6 ¢ 21
L6 ..7.7.7.6.4.3.1
o1 71.7.7.5. 3.2
8 888 8 6 & 2
Wendend 8 800 8.2
20 9 9 9 8 7 5 2




¢+ MAGE EXPERIENCE LEVELS

LEVEL

EXP TO REACH LEVEL

HIT POINTS

¢ PALADIN EXPERIENCE

LEVEL

EXP TO REACH LEVEL HIT POINTS
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¢ PALADIN SPELL PROGRESSION
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+ RANGER EXPERIENCE

LEVEL EXP TO REACH LEVEL

HIT POINTS

¢ THIEF EXPERIENCE LEVELS

LEVEL EXP TO REACH LEVEL HIT POINTS
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Ability Scores
Strength

The Strength chart lists the modifiers
to melee hit probability and the
damage adjustment based on the
character’s Strength.

+ STRENGTH CHART

ABILITY MELEE HIT DAMAGE

SCORE PROBABILITY ADJUSTMENT
3 .

45 i

6-7 -1 none
8-15 _normal  none
16,0 normal  +1
]'7 . +1 ....... +1 B
18 1.2 S
18/01-50* +1 43
18/51-75* 2 43
18/76-90 2 .+
18/91-99* 2 ..

.. 18/00* 3 6

T L S IR

By AT - ..
24 +9

* These bonuses are available only to fighters, paladins, and rangers
# These scores are only possiole in this game through magic.

THACO

Dexterity

The Dexterity chart lists the modifiers
to missile hit probability and the
Armor Class adjustment based on
the character’s Dexterity.

+ DEXTERITY CHART

SCORE " PROBABILITY _ ADJUSTMENT
5 ot O o

: S 2 +3

5 - 2
6 0 +1
714 0 0
15 0 -1
16 +1 -2
17 +2 -3
18 +2 4
19 +3 -4

THACG is not an ability score, but it is an important characteristic. The
THAC@ chart lists a character’s base THAC@ for his or her class and level.

THAC@ CHART

CHARACTER LEVEL

aass 1 23 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20
ciEnc 20 2020 18 18 18 1616 16 14 14 14 12 12 12 10 1010 8 8
AGHTER 20 1918 17 16 15 1413 12 11 10 9 8 7 6 5 4 3 2 1
MAGE 202020 19 19 19 1818 18 17 17 17 16 16 16 15 1515 14 14
PALADN 20 1918 17 16 15 1413 12 11 10 9 8 7 6 5 4 3 2 1
RANGER 2019 18 17 16 15 1413 12 11 10 9 8 7 6 5 4 3 2 1
e 202019 19 18 18 1717 16 16 15 15 14 14 13 13 1212 11 11

Constitution

The Constitution chart lists the hit
point adjustment that a character
gets every level.

+ CONSTITUTION CHART

SooRe" ADJUSTMENT

< [ W

46 -1
7-]4 s TR 5 0 ..................
15 +1

31 T - ., SV
17 e e
8 26
19 42&

* These bonuses are available only fo fighters, paladins, and
angers; for all other classes the maximum hit point adjustment
o Constitution i5 +2.

Weapons

Weapons are divided into 3 classes:
melee, thrown, and fired. Melee
weapons are used only in close com-
bat, while thrown and fired weapons
are used at range. Note the “Classes”
section starting on page 7 that limits
some character classes to certain
weapons. The weapons chart lists the
weapons with their range of hit point
damage versus small, medium, and
large-sized creatures. The damage done
by a melee weapon is adjusted by the
attacking character’s strength and any
magical bonus the weapon may have.

¢+ WEAPONS CHART

D. GE VS. DAMAGE Vs,

SMALL & MEDIUM  LARGE

Melee Weapons:

- R— . R, 16 .
ShortSword 18 g 18,
B0 e B s z8 .
JAxe . 18
.longSword . 12 .
Haloerd” 1D, s z1z
Hammer . o 14 .
Two Hand Sword 110 318
Clube e i 13 .
Moming Star . oo Cm 2 e
Thrown Weapons:

Rock 2 12 .
B s s 3 12 .
o ROROE. i i H— B
0 oo SIVRTRNRTRS .. [N .. /A
Ranged Weapons:

Sling&Rocks* | 14 14
Sows Amows® XS 3B

* These two-handed weapons must be used from the primary hand.
Note that items in the other hand are unavailable.




Armor

Armor provides your character with a
base Armor Class. The lower the char-
acter’s Armor Class, the harder it is
for an attack to hit. Armor Class is
based on the character’s armor and
his or her Dexterity bonus. Some
magic items also help a character’s
Armor Class. Note in the “Classes”
section, starting on page 7, that some
character classes are limited to cer-
tain types of armor. The armor chart
lists the types of armor and the base
Armor Class they provide a character.

¢ ARMOR CHART

ARMOR TYPE BASE AC

Shield* - 9
Leather Armor
Ring Mail

Scale Mail
Chain Mail
coandeldMail.. .o

Wi oI o0

™ A shield subtracts 1 AC from any armaor it is used with

Boots, helmets, and non-magical bracelets may loak llke armor, but
they da nat modify a character's Armor Class. Magical bracelels,
however, can modify a characler's Armor Class.

¢ INDEX OF SPELLS +

e Ty [y 17 T

AIMOr. i

BlEsS....ueveerrnaarrens

Cause Serioits WoUNdS .........vvninmimiimiiisi

Cone Of COld .......coiriviriniiininssiecssisnsesssesanenes

Create:Food & Waler .camasnmaiamisains i
Clire Critical WOlRHS «...covsiainsmiansmisaisiimsmaiirioie

Cure Light Wounds............cccocucueuecvcvccuccncans

Cure Serious WOUNS..........cccvveereeveeeereeeeeeseeeeeesseesessesssorssses
DA FOQ <o vinmsssssisisimssmsiossnisnsssss von ssavavons i isssmsims s st

Detect MAGIc (MQGE) ....ovuvveernerririririrsinirans

Detect Magic (Cleric) «uunnmannmssmusansmiusiui
FBET ccosscisvumsuinisssss oo v ovins Fos e e T VSRR VS P

Finger of Death .....

Fire SEOTI . cicavinaiicimimmn it s ssivoatons
FIEBNIL . cusomcmanismmsconmuos s tonsagns o s Ry o S RSN R

Flame Blade ...

Flame SIke: . ovvmamimsnsaiioss anmiaiain i,

5 7] DS,

Heroes! Feast «ovnnmmimmanninia i ai:
FIOId: MORSEER ovviscviapseossmimissimssvsimimvasmivismirsis isveivos issiinss

1C8 STOMM v

Improved TAERTHY «:..evvvmis i samnimimmiimmd
Lighttiing Bolt ....cucumesssseissinssivisisvimmsissssssvssesasesives

Magic Missile ........cocvvrevvnverireiars

MelF's ACTd ATTOW ..ci. ciccviisiitvinivisisiinvivstiisiimsiiinsdio
NeULTQlIZE POISOM ........coviviviiiniiicnianssesssessssssssessssesssssssens

Praver.sasssmnasiaaaim

Profection Fom . FIre ...t
Protection from PAralysis ..........ceeveveveeeeececvcinicirereiisicrnnennes

Slow Poison ...................

SOU'S SEanNG OFDcucuvviscisssmsinsvivisisinssitisssssstsmanssnsiviiasss
True Seeing (MQAGE)...........vceevuieveeeeereeisisresniessee et
Trie Seéingi(Clenic)smmnmmannmasnnannug
WOl OF FOTCR wisisisinsssvsovisinsnsniaissvmsnssiasissmosessiast s asssarssimsnis
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STRATEGIC SIMULATIONS, INC. LIMITED WARRANTY
Strategic Simulations, Inc. (*SSI”) warrants that the diskette(s) on which the enclosed program is recorded will be free
from defects in materials and workmanship for a period of 30 days from the date of purchase. If within 30 days of pur-
chase the diskette(s) prove defective in any way, you may return the diskette(s) to Strategic Simulations, Inc., 675
Almanor Avenue, Suite 201, Sunnyvale, CA 94086-2901 and S5 will replace the diskette(s) free of charge. In
addition, if the diskette(s) prove defective at any time after the first 30 days, return the diskette(s) to SS1 and SSI will
replace the diskette(s) for a charge of $10.00 (each disk) plus $4.00 for shipping and handling. California residents,
add applicable sales tax.

551 MAKES NO WARRANTIES, EITHER EXPRESS OR IMPLIED, WITH RESPECT TO THE SOFTWARE PROGRAM RECORD-
ED ON THE DISKETTE OR THE GAME DESCRIBED IN THIS RULE BOOK, THEIR QUALITY, PERFORMANCE,
MERCHANTABILITY OR FITNESS FOR ANY PARTICULAR PURPOSE. THE PROGRAM AND GAME ARE SOLD “AS 1S." THE
ENTIRE RISK AS TO THEIR QUALITY AND PERFORMANCE IS WITH THE BUYER. IN NO EVENT WILL SSI BE LIABLE FOR
DIRECT, INDIRECT, INCIDENTAL, OR CONSEQUENTIAL DAMAGES RESULTING FROM ANY DEFECT IN THE PROGRAM
(R GAME EVEN IF 551 HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. (SOME STATES DO NOT ALLOW
THE EXCLUSION OR LIMITATION OF IMPLIED WARRANTIES OR LIABILITY FOR INCIDENTAL OR CONSEQUENTIAL
DAMAGES, 50 THE ABOVE LIMITATION OR EXCLUSION MAY NOT APPLY TO YOU.)

The enclosed software program and this rule book are copyrighted. All rights are reserved. This rule book may not be
copied, photographed, reproduced, or translated or reduced to any electrical medium or machine-readable form, in
wnole or in part, without prior written consent from SSI. The program accompanying this rule book may be copied, by
ifi¢ original purchaser only, as necessary for use on the computer for which it was purchased.

Any persons reproducing any portion of this book for any reason, in any media, shall be guilty of copyright viola-
tinn and subject to the appropriate civil or criminal action at the discretion of the copyright holder(s).

ADVANCED DUNGEONS & DRAGONS, AD&D, SLAYER and the TSR logo are trademarks owned by and used
Jnder license from TSR, Inc., Lake Geneva WI, USA. All TSR characters, character names, and the distinctive like-
"iesses thereof are trademarks owned by and used under license from TSR, Inc.

=1994 TSR, Inc. ©1994 Strategic Simulations, Inc. All Rights Reserved.
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Fach of our games undergoss extensive playtesting prior to its release. Through this process we hope to uncover and cor-
ect any errars in programming. However, due to the complex nature of our simulations, some program errors may go
undetected until after publication. In addition to errors in the program, there are occasionally problems with the disk itself.
= experience the industry standard of approximately a 3 to 5% failure rate of duplicated disks. Before assuming that a
ifisk is defective, make sure to check your disk drive. Up to 95% of the disks returned to us as defective will run fine on
our computer systems. Often the problem is with a disk drive that needs servicing for alignment, speed, or cleaning.
Should you have a defective disk, please return the disk only (keep all other parts of the game) to our Customer
Support Department, along with a note describing the problem you have encountered. A replacement disk will be pro-
vided upon our receipt of the defective disk.

Should you uncover an error in the program, return both your game disk and any “save game” disks to our Customer
Support Department. Please enclose a description of what was taking place in the game when the error occurred. Upon
correction of the program error, we will return an updated disk to you.

Always make sure to include your name, address, and daytime telephone number with any corre-
spondence. We will do our best to see that any problems are corrected as soon as possible. 7

QUESTIONS OR PROBLEMS?
Our main business number is (408) 737-6800. If you encounter disk or system related problems you can
call our Technical Support Staff at (408) 737-6850 between 11 a.m. and 5 p.m., Pacific Time,
Monday through Friday, holidays excluded. NO GAME PLAYING HINTS WILL BE GIVEN THROUGH THIS
NUMBER. You can write to us for hints at: Hints, Strategic Simulations, Inc., 675 Almanor Avenue, Suite 201,
Sunnyvale, CA 94086 (include a self-addressed, stamped envelope for reply).




THE 3D0 COMPANY SHALL NOT BE LIABLE TO THE END USER FOR ANY LOSS OF
DATA, LOST PROFITS, COST OF SUBSTITUTE GOODS OR OTHER CONSEQUENTIAL,
INCIDENTAL, SPECIAL, PUNITIVE, OR OTHER DAMAGES OF ANY KIND ARISING OUT
OF THE USE OF OR INABILITY TO USE THE SOFTWARE.

THE 3D0 COMPANY MAKES NO WARRANTIES, EXPRESS, IMPLIED OR STATUTORY,
REGARDING THE SOFTWARE, INCLUDING WITHOUT LIMITATION THE IMPLIED WAR-
RANTIES OF MERCHANTABILITY AND FITNESS FOR ANY PARTICULAR PURPOSE, OR
ANY EQUIVALENT WARRANTIES UNDER THE LAWS OF ANY JURISDICTION.

DO NOT USE A FRONT OR REAR PROJECTION TELEVISION WITH THIS PRODUCT. YOUR
PROJECTION TELEVISION SCREEN MAY BE PERMANENTLY DAMAGED IF STATIONARY
SCENES OR PATTERNS ARE PLAYED ON YOUR PROJECTION TELEVISION. SIMILAR
DAMAGE MAY OCCUR IF YOU PLACE THIS PRODUCT ON HOLD OR PAUSE. IF YOU USE
YOUR PROJECTION TELEVISION WITH THIS PRODUCT, NEITHER THE 3D0 COMPANY
NOR SSI WILL BE LIABLE FOR ANY RESULTING DAMAGE. THIS SITUATION IS NOT
CAUSED BY A DEFECT IN THIS PRODUCT OR THE 3DQ SYSTEM; OTHER FIXED OR
REPETITIVE IMAGES MAY CAUSE SIMILAR DAMAGE TO A PROJECTION TELEVISION.
PLEASE CONTACT YOUR TV MANUFACTURER FOR FURTHER INFORMATION.

THE EXECUTION OF SOFTWARE WITH THE 3DO SYSTEM INVOLVES THE USE OF
PATENT RIGHTS, GRANTED OR APPLIED FOR, IN CERTAIN COUNTRIES. A PURCHAS-
ER OF THE 3DO SYSTEM IS LICENSED TO USE SUCH PATENT RIGHTS WITH
SOFTWARE LICENSED BY THE 3D0 COMPANY. NO LICENSE, IMPLIED OR OTHER-
WISE, IS GRANTED FOR THE EXECUTION OF OTHER SOFTWARE.




